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The film of Avatar is popular in the world, not only because it uses stunning 3D special effects, but also because
we have entered the epoch that all can own, create, use, enjoy, and dance with avatars, which is largely made possible by
digital technology and entertainment industries. Digital incarnation is not just science fiction, but also the social applications
which are increasingly popular. Researches on digital avatar have become an important part of digital art theory in the West, and
also propose many issues worthy of our in-depth thinking, including its origins, attributes, values, rights, responsibilities,
creativity, activity, regulation, and evolution etc.
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